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SIITCH SYMBOLS

NORMALLT OPEN
SIITCH
(CLOSED IHEN ENERGIZED)

"*

T
NORMALLY CLOSED

t~ SIITCH
(OPEN IHEN ENERGIZED)

HAKE t BREAK SIITCH

SCORE MOTOR
OPERATED
SIITCH

•IRE COLOR CODE

I -RED -R- 6-BRDIN -BR-
2 -BLUE -BLU- 7-ORANGE -0-

3-YELLOI -V- 8-BLACK -B-
-GREEN -G- 9-6RAY

5-IHITE -I- 0-NO TRACER
J -JUMPER

i -FIRST NUMBER-BODY COLOR.
2-SECONO NUMBER-TRUER COLOR.
3-NUMBER AFTER DASH INDICATES

RE-USE OF SAME COLOR * IRE.

X. 50- IHITE
SI- IHITE-RED
51-1 IHITE-RED (USED AGAIN)

SEQUENCE OF OPERATION OF SCORE MOTOR SIITCHES

POSITIONS
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14-4 63-8

llll 74-8

IB 75-3

41 81-1

50-2 85-2

5 1-8 93-2

57-a 95-3

58-5 98-9

|.o|

h°l 52-3

21-1 54

23-9 63-7

27 71

31-1 74-7

38-6 81-1

41-1 84-2

43-2 85-3

45-8 98-1

4B-3

, F 41M 58-8

13 6 3-6

14-1 71-1

21-2 74-8

27-9 78-4|

|
30

|

80 1

JB-6 l-3->l

40-2 85

41 90-1M 93

53-8 95

54-3

CO IL LOCATIONS CHART

NAME OF COIL LOCATION

ALADDIN'S ALLEY UNIT SOLENOID 8-15

BALL COUNT UNIT S.U. SOLENOID E-19

BALL COUNT UNIT RESET SOLENOID E-18

BALL INDEI RE. «-'B
BONUS ADVANCE RE t-24
BONUS SCORE RE. •- '3

BOTTOM RIGHT FLIPPER SOLENOIO G-23

vm w,"r v.w sm\? ------.-.-.-.-.-.-.•.-.-.-.-.-.-.•--.-.--•.-. •,-.%

COIN RE. E-5

CREDIT RE. E-12

CREDIT UNIT RESET SOLENOIO E-IB
CREDIT UNIT S.U. SOLENOIO E -22

DELAY RE. G-ll

DRUM UNITS S.U. SOLENOIO (8) 0-5 THRU 6-8

EKTRA BALL RE. 6-19

6AME 6VER RE. (LATCH) E-18
GAME OVER RE. (TRIP) G-16

KNOCKER SOLENOIO 6-8

LEFT FLIPPER S6LEN0I0 6-22

LEFT SLIN6 SHOT S6LENOI0 8-27

LOCK RE. E-14

OUT HOLE KICKER SOLENOID £-8

0U1 HOLE RE. - 6-14

OVER THE TOP DELAY RE. 6-14

RESET RE. E-14

SCORE RESE1 RE. - E-15

THUMPER BUMPER SOLENOIO --- C-27

TILT RE. 0-17

TOTAL PLAY MEIER E-16
TOP RI6HT FLIPPER SOLENOIO G-23

ARE. G-20

D Re! G-21

2 COINS 3 PLAY RE. E-5

2nd COIN CHUTE RE. E-7
Sin COIN CHUTE RE. E-7

2nd COIN RE. (LATCH) - E-17
2nd COIN RE. (TRIP) E-17

2nd PLAYER RE. 6-17

10-12 PLAY RE. - E-ll

10 POINT RE. 6-26
100 POINT RE. 6-27

00-90 UNIT 6-11

10 POINT CHIME SOLENOID 6-8
100 POINT CHIME SOLENOIO 6-9
1000 POINT CHIME SOLENOIO 6-10

300 POINT RE. 6-20

15-6 75-3

25-1 1 BO 1

DOOR PLU6

EH
27-2 57-8
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ALADDIN'S CASTLE
#
I065 2 Player
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